OFFICIAL RULES 





PVE GOT YOUR NUMBER! 


A fast-moving “finder’s keepers” racing game for the 
whole family. It teaches pre-schoolers basic math, reinforces 
perceptual skills and sharpens hand/eye coordination! 





IMPORTANT! 


Always be sure that the power to your 
Odyssey? console is turned off before in- 
1-1 ad ale Mur- me i- (nal mm er-ladale(e(- mam Malice) ge) (-1e1 
1d atom =1(=10n 4 g@) allem ere) gal ele)al-sahcom-lale my 4c-1ale ls 
the life of the unit. 


OFF 
ON 





TO BEGIN: 


i lals\-18m dal-mer-Va dale le[-Mialcomcal-m-)(e) me) m tale) 
Odyssey? console with the label side 
fo) mn al -mmor-Vadalelet-mar-(olfare pm al—mr- 1) ©) at-t 
lalelaat=1a (om. <-) va eley- (nem 


2 Turn on the power by pressing the 
power button of the console. SELECT 
GAME will appear on your TV screen. 
If it does not, press the RESET key on 
the alpha-numeric keyboard. 





On-screen colors may vary according to individual TV’s color 
adjustments. 
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VE GOT YOUR NUMBER! 





CM atm (=20 a al- late merelahece) Melali ar-\eq OhYZ- 10-1) 
the left hand player on the screen. 
MMal-maela)mat-lalemerelaicce)melaliar-Ceidh7-Ucs 
the player at the right hand of the 
screen. Push the joy stick away from 
you to walk your player toward the 
top of the screen. Pull the joy stick 
icon '7-1a0 MA VZolUm CoM n7-11 azole] mo) t-W'-1m Con tals) 
bottom of the screen. Push the joy 
stick left to go left. Push it right 
Come lem ale |al a 


wy -Name-\ololi dre) amm-1010) ¢-(oni le] ame) at-y’200) ofe)| 
problem will appear at the base of 
the screen. The answer will appear 
somewhere in the orbiting numbers 
and symbols. 





rNXeoti fey a) 
Button 





6 Each player races to the correct number or symbol with 
idalom=ii-xeadge)allomilelvic-m 


7 When a player catches a correct answer, a point is scored 
Valen dalom-xo) (Un d(olami-mel{-)o)t-bA-1em-4m dalom ole) acolsame)mcal-e-ve]a-\-1 0p 
A new problem will then be presented. 


8 If a player catches an incorrect answer, he is sent back to 
italomsye-Uadiarem oley-}helelam-talem tal-miarevelac-xe1aal0lan] ol-1me)m-y’asn] efe)| 
is automatically removed from the screen. This process 
of elimination will eventually guide the players to the cor- 
rect answer through a positive learning experience 





9 The winner is the first player to score ten correct answers. 
The winner receives an electronic pat on the back and 
a musical salute. 


10 A new game will automatically start after each ten point 
icelUlaler 


11 Some correct answers will appear in the center of the 
orbits and will be more difficult to reach. Press the action 
lo1U) aco] am commlehZ-1em dal-m-11-Xendce)al (om ile 0] c- eM al-7-(o mm Comme LU Tel. 
dal celeron alm dat-melgeli any ai tatoo) an colelelalialem- Wa) 7cel ale m- Tarn i-1A 


12 This game is programmed so that it may be played by 
children who do not yet comprehend numbers. At the 
first level, a child may enter a matching symbol and it 
will score as a correct answer. The level of play will move 
up as the players grow more proficient. 
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QUALITY IN EVERY DETAIL 


